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INTRODUCTION 


Despite the Civ IV development team's stated goal of "killing the stack of doom once and for all", this tactic is very 
much alive and well in this version of the game. In my experience there are two key factors to having an effective 
stack of military units that can be used offensively: 

(1) Composition: what units make up the stack, and what promotions (i.e. specializations) they have; and 

(2) Utilization: how do you actually use the stack to achieve your objectives, including movement and tactics. 

The purpose of this document is to delve into these topics in more detail so that other players can compose and use 
their own military stacks effectively. I have chosen to focus on the early game (Classical and Medieval era) stacks. A 
later section provides some general guidelines on how to incorporate gunpowder units into the stacks. 

I have not attempted to deal with the various unique units and how to best incorporate them into stacks. For the most 
part, the general principles I have outlined for their corresponding "generic” unit should still apply. 

This latest version includes revisions relevant to both the Warlords and Beyond the Sword expansion packs. I have 
also added a new section on something I humbly call ‘‘The Sisiutil Doctrine”, which describes how to make the most 
out of late-game, modern military in post-3.17 patch BtS. 

Before I go any further, I should say that as usual when I write a strategy article, I encourage, expect, and appreciate 
feedback and refinement. Also, I’m the sort of player who's more into deriving, positing, and following general 
principles as opposed to a lot of in-depth number calculation. So if anyone wants to augment what I’m saying here 
with the sort of further numerical analysis that many players favour, by all means, be my guest. 
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1. STACK OBJECTIVES 


Before you can compose the stack, you have to decide what purpose it's going to serve. In Civ IV, there are two main 
overall objectives for offensive military stacks: 

(a) Pillaging tile improvements; and 

(b) Attacking cities. 

The objectives you want the stack to achieve will affect its makeup. 

1.1 Pillaging Stacks 

A pillaging stack's objectives are more limited, consisting of doing damage to an enemy’s economy and capacity to 
fight back rather than capturing and keeping territory. It will likely be foraying deep into enemy territory and, quite 
often, end a turn on open terrain (that is, on a tile with no defensive bonus). In other words, pillaging stacks usually 
face higher risks for smaller rewards, so you don’t want them composed of several valuable, highly-promoted units. 

In addition, for a truly effective pillaging campaign, you may want to create several pillaging stacks. This will make 
your pillaging campaign more effective and can reduce the overall risk to each stack by giving your enemy several 
targets to attack instead of being able to focus on just one. 

Finally, military units operating outside of your cultural borders incur higher maintenance costs than those within 
them. Ideally, you want the gold earned by the pillagers to meet or, preferably, exceed the maintenance costs they 
incur. 

For all these reasons, a pillaging stack usually contains far fewer units than a city-busting stack. 

1.2 City-Busting Stacks 

The rewards of taking a city are very high. You stand to gain territory, resources, population, and the city itself. Cities 
are, effectively, the “engines” of each civilization in the game. They produce commerce, research, food, production, 
and are responsible for building units, wonders, and city improvements. By taking a city from a rival, you reduce their 
capacities while adding to your own. You may also capture a world wonder or holy city and thus gain their benefits for 
your civilization. 

The term “Stack of Doom” usually refers to a stack of military units whose purpose is to capture or raze enemy cities. 

It is important to determine, when composing this type of stack, whether you do indeed want to keep any enemy cities 
or merely eliminate them to rubble, because you will need to include sufficient city defenders in the stack to leave 
behind in a captured city in order to retain it. 

A city-busting stack will require units capable of winning fights against opposing units fortified within a city. It may also 
require units capable of reducing or removing a city’s “cultural defence”, the % number displayed beside a city which 
increases its defending units’ strength when attacked. 

The Artificial Intelligence (Al) values cities highly and tends to collect most of its units in its best, largest cities. If you 
capture a city, the Al will usually make a concerted effort—a counter-attack—in order to win it back. For these 
reasons, an effective city-busting stack is usually larger—often significantly larger, especially as the game goes on— 
than a pillaging stack, and comprised, as we will see, of a greater variety of units. 
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2. PILLAGING STACKS 


2.1 Composition 

As was mentioned above, you ideally want a pillaging stack to be relatively small, but composed of enough units so 
that the stack survives as long as possible. Basically, therefore, the stack should consist of the following: 

2.1.1 Required Units 
Pillager 

The Pillager is the unit that actually performs the job of pillaging. For efficiency, this should be a unit with at least two 
movement points, so it can move onto the targeted tile with its first movement point, and pillage the improvement on 
the tile with its second movement point. 

For most of the game, the best units for this purpose will be mounted units such as Chariots, Horse Archers, 
Knights, Cuirassiers, and Cavalry. 

Of course, you could send a unit like this into enemy territory all on its own. However, it is very likely that a lone 
pillager would be destroyed by a counter-attack very quickly; as a result, you are unlikely to see much of a return on 
the investment you made by building the unit in the first place. 

You may choose to include more than one pillager in the stack if you anticipate pillaging several improvements that 
would otherwise take several turns to destroy, such as cottages or roads. 

First Defender: Anti-Melee 

This is an additional unit in the pillaging stack whose job is not to pillage, but to defend the pillager from counter¬ 
attack. Since the pillager actually only moves one tile on each turn, the defender can be a slower-moving unit with 
one movement point. 

When a stack of units on one tile is attacked, one unit is automatically chosen as the defender. According to the 
game mechanics, the chosen defender should be the one with the best odds of winning the battle. All other things 
being equal, then, if there are two units on a tile, and they come under attack, and one has a strength level of 4 and 
one of 5, the 5-strength unit will defend. 

Since the pillager, as recommended above, will likely be a mounted unit; and since the counter to a mounted unit is a 
melee unit such as a Spearman or Pikeman; therefore, the best defender will be a strong unit with a bonus versus 
melee units, such as an Axeman or, in the medieval era, a Maceman. Cuirassiers have a built-in bonus against 
melee units and may therefore be viable pillagers on their own without a protector. 

2.1.2 Optional Units 

Second Defender: Anti-Mounted 

You may want to include a second defender in the pillaging stack, mainly to counter another possible enemy attacker: 
mounted units. A Horse Archer (or in the Warlords Expansion Pack, a Chariot) can ruin an Axeman’s day; a 
Spearman or a Pikeman, however, with their +100% bonus versus mounted units, can very effectively defend 
against these units. It is therefore a wise idea to include one of these units in the pillaging stack as a second 
defender. As a result, your stack should be able to effectively ward off all enemy counter-attacks. 
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In fact, you may find that the Al is reluctant to even attempt attacking your pillagers because they are so effectively 
defended. The Al would likely have to sacrifice more than one unit to reduce the health of the units in the stack to the 
point where they could be killed—which would, in turn, take additional units which the enemy may not have at its 
disposal. 

Medic 

If you anticipate having the pillaging stack deep in enemy territory for a long period of time, you should try to include 
at least one unit with a Medic I promotion (promotions will be dealt with in more detail in the next section). This way, if 
any units in the stack are attacked and their health level is reduced, they can heal more quickly while remaining in 
enemy territory. 

Once a unit has a Combat I promotion, the Medic I promotion becomes available. If you are playing as a leader with 
the Aggressive trait, most units have an automatic Combat I promotion, so the Medic I promotion is readily available, 
especially if the unit is produced in a city with a barracks. 

You do not necessarily have to have a unit devoted solely to this purpose. It is very common to give the “Second 
Defender” (usually a Spearman or Pikeman) the Medic I promotion. 

2.2 Promotions 

2.2.1 Pillager 
Flanking I 

Flanking I gives the unit an additional 10% chance of withdrawing from combat rather than being killed. Since you 
want the pillager to survive as long as possible, this could be useful. However, the Flanking promotions are only 
effective when attacking and have no effect on defense; since you’re mainly defending while pillaging, then, Flanking 
itself may be of little value. But its main advantage is that it provides access to the second promotion: 

Sentry 

Once the pillager earns Level 3 status (5 experience points (“XPs”) or more), and it has a Flanking I promotion, it can 
obtain the Sentry promotion. This gives the unit +1 visibility range; as a result, instead of just revealing enemy units in 
the adjacent tiles to its own, a unit with Sentry can reveal units two tiles away. Thus, the pillager now also serves 
the purpose of alerting you to impending counter-attacks—against the pillaging stack or against other units or 
territory. 

For most of the game, this promotion is only available to mounted units, making this another argument for the pillager 
being a unit of this type. 

2.2.2 First Defender: Anti-Melee 
Combat I 

Combat I increases the strength of the unit by 10%, whether attacking or defending, against all other units. In 
addition, it provides access to... 

Shock 

The Shock promotion increases this unit’s strength against melee units by 25%. Since the main purpose of this unit is 
to defend against attacks from melee units, this promotion increases its effectiveness in this regard. Axemen and 
Macemen already have a bonus versus melee units (25% and 50% respectively), so this promotion boosts their 
specialty as well. 
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Cover 


The Cover promotion, also made available by the Combat I promotion, provides a +25% bonus versus archery units. 
This is a good third promotion in the early game, since the Al favours archery units and may even choose to counter¬ 
attack with them. However, Axemen and Macemen are very effective on their own against Archery units, which are 
very weak attackers. So this promotion should not be applied until after the more important Combat I and Shock 
promotions have been earned. 

Additional Promotions 

Once the first three promotions mentioned above have been earned, it is usually best to give the defender promotions 
based upon need. Usually, Combat II, III, and so on will suffice. If, however, the stack is operating in a specific type of 
terrain such as hills, jungle, or forests, then either the Woodsman or the Guerilla promotions will be helpful. 

2.3 Tactics 

2.3.1 Movement 

The movement of the pillaging stack is relatively straightforward: move the stack onto an improved tile within enemy 
territory, then pillage it; rinse and repeat. 

However, a few tips are in order to promote the effectiveness and longevity of the stack. 

• If the target tile is on a hill or in jungle/forest, you will not be able to pillage until the following turn, as 
moving onto one of those tiles in enemy territory uses all of a mounted unit’s movement points. Also, on 
the turn when you pillage, you should break up the pillaging stack out of its grouping temporarily, select 
the mounted unit, and pillage. This will ensure that one of the one-movement units does not get 
selected to do the pillaging, forcing you to leave the stack on the tile for another turn. 

• Avoid open terrain (“flat” tiles with no defensive bonuses) when you can. Try to keep the stack in forests 
or jungle (+50% defense bonus) or hills (+25% defense bonus) as much as possible. A hill with a forest 
or jungle is even better (+75% defense bonus). However, there are likely to be few forests or jungles 
with improvements, especially in the early game, so your pillaging stack will inevitably have to foray out 
onto open ground to do its work. The best you will probably be able to manage is to use defensive 
terrain as you move into enemy territory, or between enemy targets. 

• When you do have to move across open terrain, which is probably inevitable, try to move on the 
opposite side of a river from the enemy’s main force. If the enemy attacks your stack from across a 
river, its units receive a 25% penalty. 

• Try to avoid moving into any of the tiles immediately adjacent to a city. The Al keeps most of its forces 
in its cities. By placing a relatively small pillaging stack next to a city, you make it easy for the Al to 
attack the stack with multiple units in the same turn. 

• The bane of pillaging stacks is a siege weapon like a Catapult, which can do damage to all units in the 
stack and render them vulnerable to further attacks. This is another reason to avoid the tiles adjacent to 
a city, where these units may be lurking. If you spot a siege weapon (or, worse, a stack of them) headed 
for your pillaging stack, the wisest course of action is to move them in the opposite direction. Also 
remember that enemy siege weapons can move 2-3 tiles per turn on roads, whereas your units cannot; 
if fleeing siege weapons, head for good defensive terrain far from enemy roads. 
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2.3.2 Targets 


Your pillaging stack should target the following, in order of priority: 

(a) Metals: Copper and Iron are required to build most of the game’s strongest units, such as Axemen, 
Swordsmen, Macemen, and so on. If you can pillage an enemy’s sources of these metals, you eliminate his 
ability to build such units, giving you a distinct advantage. Later in the game, oil and uranium are similar 
targets. 

(b) Horses: Likewise, horses are required for mounted units. Pillage your enemy’s horse pastures to reduce the 
number of mounted units you’ll face, or even eliminate the possibility entirely. Since the Al prefers to use 
mounted units for pillaging, you will thereby reduce the amount of pillaging to which your own territory will be 
subjected. 

(c) Roads: Pillaging roads does not provide much (if any) gold, but it can cut off resource access and reduce 
your enemy’s ability to effectively counter-attack. Often, pillaging roads protects the pillaging unit itself. If 
pillaging a strategic resource is too risky, pillage the roads leading to the resource, or connecting the city 
working the resource with the rest of the enemy civilization instead. You may thereby deprive all cities, or all 
but one, of access to the resource without having to pillage the resource itself. Be warned that if the enemy 
has an extensive road network, this tactic may not be viable, and you would be better off prioritizing other 
targets. 

To pillage a road, it must be the only improvement on the tile; so if the tile has been improved in another way 
(for example, with a farm), that improvement must be pillaged first. You can get around having to remain on 
the tile for multiple turns by including more than one pillager in the stack. 

(d) Happiness resources: These resources are often very lucrative when pillaged (especially gold, silver, and 
gem mines). If you can completely eliminate the enemy’s access to a specific happiness resource, this will 
reduce the happiness level in all enemy cities. You may be able to send several enemy cities into an overall 
state of unhappiness, thus reducing their productivity, and perhaps even increase some enemy cities’ 
chances of revolting. 

(e) Cottages: As with happiness resources, pillaging cottage tiles is very lucrative. It does not have as big a 
potential impact on your opponent as depriving them of a happiness resource, but it reduces their income 
and thus their research capacity and ability to upgrade units. If the cottage has grown to a hamlet, village, or 
town, you can pillage it several turns in a row, down to each of its smaller levels; however, the downside to 
this is that your stack must sit on that tile for several turns, vulnerable to an increasingly-likely counter¬ 
attack. As was mentioned above, if you anticipate pillaging several cottages, you may want to include more 
than one pillager in the stack. 

(f) Health resources: Health resources will limit the speed at which the enemy’s cities can grow, which is a 
much less devastating result than reducing happiness (also, the level at which a city becomes unhealthy is 
usually much higher than the one at which in becomes unhappy). You may be able to put some enemy cities 
into starvation by pillaging these resources, but that can take a very long time to have a substantial impact 
on your enemy. 

(g) Farms: Being even less lucrative than health resources, farms are your lowest-priority targets. Pillage them 
only if there is nothing else around worth pillaging. Since farms are almost always on open terrain, you 
increase the vulnerability of the pillaging stack by attacking these tiles, for very little gain. The best farms to 
pillage are those which, once the enemy has Bureaucracy, are the single links in a long irrigation chain; 
pillaging one of these can potentially put several cities into starvation. 
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3. CITY-BUSTING STACKS 


3.1 Composition 

A stack whose objective is to attack and capture or raze enemy cities is after a much more lucrative and better- 
defended prize than a pillaging stack; therefore, a city-busting stack will need to be composed of more and a greater 
variety of units than its pillaging counterpart. 

3.1.1 Required Units 
City Attackers 

The bulk of a city-busting stack will, logically, consist of units specializing in city attack. They will mostly, but not 
exclusively, have City Raider promotions. 

The best early-game city attackers are Axemen (hence the term “Axe Rush”). Once Iron Working is discovered and 
iron is available to your cities, Swordsmen, with their inherent +10% city attack bonus, make the best city attackers. 
In the medieval era, Macemen take over this role. 

As for numbers, it is usually best to have at least twice the number of city attackers versus the number of defenders 
there are in the targeted city. This way you should have enough units to attack and lose but weaken the defenders, 
then continue the attack and win against the units that your previous attacks have weakened. 

Stack Defenders 

As with pillaging stacks, you should include at least one or more units with more “defensive” promotions to defend the 
stack from attack. Also as with the pillaging stack, the primary defender should be one that counters the most 
effective counter-attacking units: it should be an anti-melee unit such as an Axeman or a Maceman. Since the Al is 
so fond of mounted units, anti-mounted units such as Spearmen and Pikemen are also a necessity. 

Please note that Swordsmen are not well-suited for this role. Although Swordsmen have a strength of 6 and Axemen 
a strength of 5, Swordsmen are melee units, and Axemen therefore receive an inherent +25% bonus against them, 
which goes up to +50% if the Axe also has the Shock promotion. It is best to consider Swordsmen to solely be 
offensive units, not defensive ones. 

War Elephants have a strength of 8 and a bonus of 50% against mounted units. They are very strong units for their 
era, making them excellent stack defenders; in fact, only Rome’s Praetorians compare to them in sheer strength until 
Macemen are available. If you have access to ivory, try to include at least one of these units in your stacks once you 
have Construction as well. They also make very good active city defenders (more on the concept of active versus 
passive city defense below). 

In the medieval era, the often-underrated Crossbow makes an excellent stack defender. Remember that Crossbows 
have an inherent anti-melee bonus. The Crossbow can also serve double-duty as a defender of captured cities as 
well. 

3.1.2 Optional Units 
Siege Units 

While I have listed siege units as optional, in many cases they should be considered essential. 

In the very early game, however, when cities’ cultural defenses are quite low (usually 20% at best), siege units are 
often not required to capture cities. A +20% defensive bonus can be readily overcome provided you have enough 
attacking units with sufficient offensive promotions, and you’re willing to lose some of your units. Even when attacking 
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a city with a +60% bonus (such as a holy city), you can overcome its defenders with sheer numbers; usually a 3-to-1 
or 4-to-1 ratio of attackers to defenders will be required in that scenario. 

As the classical era of the game draws to a close, however, cities’ cultural defenses will rise to 40% or higher, and 
several cities may be defended with walls and even castles. Also, your opponent may build the Chichen Itza world 
wonder, which boosts the defense of all cities in that civilization by 25%. Longbowmen, the strongest medieval-era 
defensive unit, also begin to appear. Under these circumstances, siege units go from being useful to being absolutely 
required. 

Siege units have two abilities that make them well-adapted to city-busting: 

(a) Bombardment: Siege units all have the ability to bombard city defenses (use the “B” key, or the Bombard 
icon—it looks like a target). It may take several turns, but even a single Catapult can eventually reduce a 
city's defensive bonus to 0%. 

(b) Collateral Damage: All siege units also possess the ability to cause damage to more than one unit when 
they attack. The siege unit will often die as a result of this attack, but it will weaken several of the city’s 
defenders, making the success of attacks by your main city attackers much more likely. 

By the latter part of the early game, then, it becomes essential to include some—even several—siege units in your 
city-busting stacks. Please note that siege units do not defend well (they are not very strong and don’t receive 
defensive bonuses), and should therefore not be left alone without at least one good defensive unit in the same tile. 

The Catapult is the siege workhorse of Civ IV. It becomes available with the discovery of the Construction 
technology and requires no special resources to be built. It can bombard away 15% of a city’s defenses per turn. In 
“vanilla” Civ IV, the “Cat” will likely be your primary siege weapon until the discovery of Steel in the mid-game, which 
makes Cannon available. 

In Warlords and BtS, your siege weapon options in the medieval era are significantly enhanced thanks to the 
Trebutchet. While they are considerably more expensive than Catapults and seemingly weaker (4 strength rather 
than 5), they have a huge 100% attack bonus versus cities. 

Regarding numbers: ideally you should have four Catapults for bombarding away a city’s defenses in one turn (I'll 
describe how this is possible with Catapults in the Promotions section, below). These bombardment siege units 
should never be used to attack the city. So you should also have some “suicide” Catapults that will perform the initial 
attack and cause collateral damage. A good ratio is 1 suicide siege unit for every 3 city defenders. 

City Defenders 

If you plan on capturing cities, not just razing them, you will need to include some good city defenders in your stack. 
You can then leave these units behind in the captured city to defend it from counter-attack. 

You can defend a city “passively” or “actively”. 

Good early passive defenders are Archery units such as Archers, Crossbowmen, and Longbowmen. Fortify these 
units inside the city and let them absorb the enemy’s counter-attack. 

Active city defense involves attacking the counter-attacking units rather than letting them come at you. For this, you 
should ideally include at least one siege unit in the city to cause collateral damage to a counter-attacking stack. You 
may also want to include several other units such as Spearmen or Pikemen to counter attacking mounted units, 
Axemen or Macemen to counter melee units, as well as mounted units such as Chariots, Horse Archers, War 
Elephants, and Knights which are good all-around attackers, and all but the War Elephant have a movement 
advantage as well. 
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Please note that your city attackers, with their offense-only City Raider promotions, make very poor city defenders. 
Despite this, if they are inside a city, the game engine may select them to defend based upon their base strength and 
promotions. You may want to leave these units fortified on a good defensive tile outside the city, out of the way of a 
counter-attacking stack, in order to prevent this. Just be aware that the healing rate for units in enemy territory is 
slower than inside one of your cities, even if it is in revolt (5% per turn versus 15% per turn). So if you have sufficient 
city defenders to fend off an enemy counter-attack, move all your units into the city. 

Medics 

You should try to include at least one unit with a Medic I promotion in your city-busting stack. While units can heal on 
their own, they heal faster if a Medic unit is present in the same stack. 

Ideally the medic unit should have a lower strength rating than the other defensive units in the stack. This ensures 
that the medic is almost never chosen to defend against an attack, which risks the unit’s loss. Chariots in particular 
make excellent medic units thanks to their low defensive scores (4 strength, no defensive bonuses). 

In Warlords and BtS, attaching a Great General to a unit allows you to grant it the Medic III promotion, thus making 
one of these units into a “super-medic”. If the unit is at level 3 (2 promotions, Combat I and Medic I) and 6 XPs, the 
20 XPs a Great General adds will make this into a level 6 unit, allowing you to build both the Heroic Epic and West 
Point when they become available. 

Recon 

As with the pillaging stacks, it can be very advantageous to include a recon unit in the city-busting stack to extend 
your line-of-sight into enemy territory, especially since the stack is likely to be in the midst of it. Again, this would be a 
mounted unit with Flanking I and Sentry promotions. 

In the sections above, I’ve described some ideal ratios of attackers to defenders, which best the question, how would 
you know how many defenders you’ll be facing? These units are the answer. With two movement points, they can 
venture into enemy territory and reveal defensive forces, while their extra tile of sight reduces the chances that they 
themselves will be spotted; and if they are, the Flanking promotion increases their chances of survival. 

3.2 Promotions 

3.2.1 City Attackers 

The obvious promotion for the city attacking units in your stacks is City Raider: 

(a) City Raider I: +20% City Attack 

(b) City Raider II: +25% City Attack 

(c) City Raider III: +30% City Attack, +10% versus gunpowder units 

These bonuses are cumulative. That means that a Swordsman with City Raider III (and its inherent +10% city attack 
bonus) receives a whopping +85% bonus when attacking a city! 

However, if you are primarily facing a specific type of defender, you may want to select some other promotions— 
especially since they can be effective when attacking or defending outside of a city as well. Since the most common 
early defender the Al prefers is the Archer, you may also want to give some of your city attackers the Cover 
promotion. If the enemy has several Melee units, the Shock promotion may be in order. 
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3.2.2 Stack Defenders 


Stack defenders should never receive a City Raider promotion, since it’s useless on defence. Instead, these units 
should receive Cover, Shock, Formation, and Combat promotions. (Remember that Combat I is required for either 
the Cover or Shock promotions, and that Combat II is required for the anti-mounted Formation promotion.) 

As with the pillage stack defenders, if the terrain in enemy territory consists largely of hills, jungle, and/or forests, then 
Guerilla and/or Woodsman promotions may be in order. A Crossbowman tends to benefit most from Drill 
promotions. 

In fact, by the end of the classical era, when you are facing larger numbers of enemy units, it may make sense to 
include several defensive “specialists” in the stack to best defend upon different types of terrain: a Woodsman II unit 
to defend in forest or jungle, a Guerilla II unit to defend on hills, and so on. Remember that with the 2 nd level of these 
promotions, these units also gain two movement points across the corresponding type of terrain. So they can 
potentially proceed ahead of the stack and fortify themselves upon a good defensive tile from which the stack will 
attack. 

3.2.3 Siege Units 

To make your city attacks as fast and efficient as possible, give four Catapults the Barrage I promotion and then the 
Accuracy promotion. This increases the amount of city defenses they can bombard away from 15% per turn to 25% 
per turn; so four Catapults with Accuracy promotions can reduce a city’s defenses to 0% in a single turn. This doesn’t 
just accelerate the rate at which you can capture cities; because the stack can attack the city on the first turn it is 
possible to do so, you reduce the stack’s vulnerability to counter-attack, especially from siege units within the 
targeted city. 

Please note, however, that as of Warlords, the ability of pre-gunpowder siege units to eliminate city defenses is 
balanced by walls and castles. Four accuracy-promoted Catapults or Trebuchets will no longer be able to eliminate a 
city's defenses on one turn. Several turns may be required to do so. 

Other siege units in the stack should get different promotions. Barrage is common, since a siege unit’s main job 
when attacking a city is to damage several defenders, and Barrage increases the amount of that collateral damage. 
However, a siege unit may fail to do any damage to the best city defender which it actually attacks, instead only doing 
damage to the weaker defenders. For this reason, it is also a good idea to also give siege units City Raider 
promotions. These promotions also tend to increase the siege unit’s chances of surviving the attack by withdrawal. 
(Please note that this promotion is no longer available to siege weapons as of the BtS 3.17 patch.) 

In the Beyond the Sword expansion pack, siege weapons have been changed further. They now can no longer kill a 
unit. The only battle odds they receive is their chance to withdraw. They will perform a maximum amount of damage 
and either withdraw or be destroyed. Also, a siege unit will never gain more than 1 XP from a single battle. 

3.2.4 City Defenders 

Passive city defenders such as Archery units should receive City Garrison promotions. 

Active city defenders’ promotions will vary: 

• A city defending siege unit should have a Barrage promotion and, to increase its chances of survival, 
Combat I. If it survives and reaches additional XP levels, alternate giving it promotions from those two 
categories. 

• Axemen and Macemen should receive combinations of Combat, Shock, and Cover promotions; the 
same goes for Mounted Units (though the Cover promotion is not available for them). 
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3.2.5 Medics 


Obviously, a medic unit should get Medic I. Then, as noted above, attach a Great General to the unit in order to give 

it Medic II and Medic III. 

3.2.6 Recon 

As described above, Recon units should get Flanking I, then the Sentry promotions. After that, you should give them 
Flanking II. The flanking promotions increase their odds of withdrawing from a battle rather than being killed. You 
should give them Combat promotions, which makes them better attacking units, and eventually leads to the 
Commando promotion so they can use enemy roads. Please note, however, that Commando only becomes 
available after achieving the Combat IV promotion—that’s a lot of XPs! 

Speaking of which... 

3.3 Earning Promotions 

Until experience point (XP)-granting civics such as Vassalage and Theocracy become available, your units will 
begin with one promotion (two if your leader has the Aggressive trait, one of them being Combat I), or at “Level 2”, if 
produced in a city with a barracks. As of Warlords, Barracks give units 3 XPs to begin with. 

Units gain “experience points” through, obviously, experience: by fighting and surviving battles. The last part of this 
equation is the tricky portion: how do you send these units off to earn XPs without losing them entirely? 

This can be especially tricky and frustrating to accomplish with “weaker” units that need a second promotion to fulfill 
their purpose in your stack, such as a Combat I Chariot that needs one XP to earn a Medic promotion, or the four 
Catapults that all need to survive their first few suicidal collateral damage attacks to earn their Accuracy promotions. 

There are several techniques to obtaining these elusive Level 3 promotions while ensuring the units survive: 

• Barbarians: While some novice players deplore barbarians, they are an easy source of XPs for your 
units. Barbarian units rarely have promotions and are easy to entice onto open ground, or to attack a 
unit on a good defensive tile—in other words, they’re weak and pretty darned stupid to boot. On the 
lower game difficulty levels, you also receive some bonuses in battles against barbarians, especially in 
your first few fights, so your units have a chance of surviving even against very disadvantageous odds. 

• Mopping Up: If another unit from the stack does not survive a battle, it should nevertheless weaken its 
opponent. Your unit-in-need-of-XPs can take advantage of this opportunity to finish off a weak unit 
against which it would normally not stand much of a chance. Once you have siege weapons, your XP- 
hungry unit can clean up the last few units most weakened by collateral damage. 

• The Law of Averages: If all else fails, build more of these units. One Chariot may not survive a battle, 
but if you have five of them, one of them likely will, and earn that Medic I promotion in the process. As 
for siege weapons, you should be building lots of Catapults and expecting to lose them anyway; just 
give the Accuracy promotion to the first 4 Cats lucky enough to survive their first battles! 
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3.4 Examples 

To illustrate the above principles, here are some examples of city-busting stacks for different early-game eras: 
Pre-Classical Era 

• 1 Combat I / Shock Axeman 

• 4-6 City Raider I Axemen 

• 1 Combat I Spearman 
Early Classical Era (pre-construction) 

• 2 Combat I / Shock / Cover Axemen 

• 4-6 City Raider I/ll Swordsmen 

• 1-3 City Raider I/ll Axemen 

• 1 Combat I/ll Spearman 

• 1 or more City Garrison I/ll Archer 

• 1 Combat I / Medic I Chariot 

• 1 Flanking I / Sentry Chariot 
Mid/Late-Classical Era (post-construction) 

• 2 Combat I / Shock / Cover Axemen 

• 4-6 City Raider I/ll Swordsmen 

• 2-3 City Raider I/ll Axemen 

• 1 Combat I / Medic I Spearman 

• 1 or more City Garrison I/ll Archer 

• 1 or more Combat I / Shock War Elephant 

• 1 or more Flanking I / Flanking II Horse Archer 

• 4 Barrage I / Accuracy Catapults 

• 4 Barrage I / City Raider I Catapults 

• 1 Combat I / Medic l/ll/lll / Morale Chariot w/ Great General attached 

• 1 Flanking I / Sentry Chariot 

Medieval Era 

• 1 Combat I / Shock Maceman 

• 1 Woodsman I/ll Maceman 

• 4-6 City Raider I/ll Macemen 

• 1 Combat I/ll Pikeman 

• 1 City Garrison I/ll Longbowman 
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• 1 Flanking I / Sentry Knight 

• 4-6 Barrage I / Accuracy Catapults 

• 4-10 Barrage I / City Raider I Trebuchets 

• 1 Combat I / Medic l/ll/lll / Morale Chariot w/ Great General attached 

• 1 Flanking I / Sentry Chariot 

3.5 Tactics 

3.5.1 Movement 

• As with the pillaging stacks, you ideally want to move the city-busting stack across defensive terrain as 
much as possible: forest, jungle, and hills. However, speed is also a crucial factor in warfare. If sticking 
to defensive terrain will require more turns than a direct route across open ground, it’s often preferable 
to take your chances on the riskier but faster route. 

• Good intelligence will help you make these sort of decisions, particularly knowing if your opponent has 
sufficient forces to attack the stack en route. Also, if you have included enough stack defenders, the risk 
of moving across open terrain will be reduced. 

• You must also choose a tile adjacent to the city from which the stack will attack. Ideally this tile should 
offer defensive bonuses. A forested or jungled hill is ideal, a forest or jungle second-best, a hill comes 
third, and open ground is least preferable. 

• DO NOT park the stack on a tile separated from the city by a river! The city's defenders will all receive a 
+25% bonus versus your attackers in that situation. You may, however, bombard the city’s defenses 
with siege weapons without penalty from such a tile, and the 25% river-crossing penalty would apply 
against a city unit venturing out to attack the siege weapons. Even so, be sure to fortify a good 
defensive unit on that tile to defend the siege units. 

3.5.2 Attacking a City 

An attack upon a city generally occurs in three phases: 

1. City Defence Removal 

This is the initial phase of attack when your siege units bombard the city to reduce or eliminate its defensive 
bonuses. In the very early game, if the city’s defence bonus is 20% or lower, you may skip this phase; 
indeed, if you have no siege units yet, you have no choice. (In BtS, there is an alternative: use a spy to send 
the target city into revolt, which reduces its defences to 0%. However, this may cost more espionage points 
than you have available.) 

Before you have 4 or more Accuracy Catapults, you may have to spend more than one turn bombarding to 
reduce the city’s defences to 0%. On each turn, you may wish to check your city attackers’ victory odds to 
determine if you can risk attacking before the defences are completely eliminated. (To do this, select an 
attacker, point to the city, and hold down the ALT key; the odds are displayed at lower left.) 

2. Collateral Damage 

During this phase, you inflict collateral damage on the city defenders using siege units. You should expect 
most, if not all, of the siege units to be eliminated as a result. 

If you have a surfeit of siege units, you may elect to not attack with all of them, preserving some for an 
attack on another city. Again, check your city attackers’ chances of victory against the city’s defenders to 
determine if this is a wise course of action. 
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3. Defender Elimination 

This is the final phase of city attack during which your city attackers attempt to kill the city's defenders, 
eventually capturing the city so you can keep or raze it. You will need at least as many city attackers as 
there are defenders, and it is almost always preferable (and necessary) to have more. 

It is usually best to attack with your weakest city attackers first—that is, with the units that have the lowest 
number of promotions, especially City Raider promotions. These units may die, but they will likely weaken 
the defenders for your stronger units to pick off. This tactic also ensures that your most heavily-promoted 
units survive. 
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Sidebar: One Stack or Two? 

Is it a good idea to have more than one city-busting stack? 

A better question, especially in the early game, is if it’s even possible. 

Remember that early on, you have very few cities with small populations and, therefore, very limited production 
capacity. You will not be able to produce many units, in other words. And without siege weapons, you are likely to 
lose several units in the process of capturing (or attempting to capture) cities. So fielding one city-busting stack is 
likely the best you can do. 

This changes slightly with the appearance of siege weapons, but only slightly, and perhaps not at all. 

Consider the conundrum this way: 

Why do you want more than one city-busting stack? 

To conquer more quickly, of course! To attack more than one city at the same time! 

Okay, so what’s the best thing to include in an individual stack in order to make the capturing of cities more efficient? 
The four Accuracy-promoted Catapults! They rock! 

So you’ll really need eight of those, four for each of your two stacks, right? 

Yup! 

And how easy was it to have four Catapults survive their first attacks and earn that Accuracy promotion? 

Er... not too dam easy... 

Aye, there’s the rub. 

Where this becomes truly possible is during the Medieval era, when you obtain either Feudalism or Theology, change 
to either the Vassalage or Theocracy civic, and can generate all the Level 3 units your heart desires. You probably 
have more cities with larger populations and greater production by then as well; heck, if you fought an early war, you 
probably earned the right and built the Heroic Epic somewhere to give one of your cities a +100% military unit 
production bonus! 

So around that time, yes, you’re in a much better position to build a second stack of city-busters. It’s not that you can’t 
do it in an earlier era, it’s just that it’s much more difficult, especially if you're trying to balance your city builds with 
“civilian” buildings as well. 

Remember, however, that the traditional, huge “stack o’ doom” has one distinct advantage. As I mentioned at the 
beginning of this article, Civ IV’s designers and programmers tried to make it obsolete, mainly with the ability of siege 
weapons to do collateral damage to several units in the stack. 

Well, ironically, they actually made the colossal stack o’ doom even more potent. Because if your stack has a huge 
number of units, and a siege unit attacks it, it can only damage a maximum of eight units in the stack (including the 
one it’s attacking directly). So most of the units in a huge stack are likely to come away from a siege weapon’s attack 
without a scratch. Whereas if a siege unit attacks a small stack, they’ll all get damaged and may have to stop to heal. 
This is also why it’s a good idea to park your stack in one tile when attacking a city rather than spreading them out 
around it. 
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4. MID-GAME STACKS: DEALING WITH THE IMPACT OF GUNPOWDER 


The discovery of Gunpowder, and especially the appearance of the more powerful units made available by it such as 
Grenadiers, Riflemen, and Cavalry, results in several significant differences to your stacks. To wit: 

• In addition to, and eventually instead of an anti-melee unit in a stack, you will need to include at least 
one anti-gunpowder unit to defend the stack—usually a Musketman, a Grenadier, or a Rifleman with 
Combat I and Pinch promotions. A Cavalry unit with Pinch can also be effective, but remember that as 
a mounted unit, it does not benefit from defensive terrain bonuses. 

• Remember that Walls and Castles have no impact against gunpowder units. Mature cultural defenses, 
however, will likely make up for their ineffectiveness. 

• The production capacity of all civs has usually increased greatly by this stage of the game, so there are 
likely to be many more units in stacks and cities as a result. This will, in turn, require your stacks to be 
comprised of many more units than earlier in the game, and your reliance on siege units will increase as 
well. 

• The Al gets a break on unit upgrades, so it is very likely to upgrade several of its units with alarming 
rapidity to the latest, greatest types. However, as a result, these units may have several outdated 
promotions such as Cover and Shock which are ineffective against your own gunpowder units. By 
building newer units with more effective counter-promotions such as Pinch and Formation, you may 
actually have a stronger force than the enemy’s upgraded one. 

• The Al has certain tendencies with gunpowder units which you can expect and counter. It tends to bee¬ 
line to gunpowder and then build Musketmen—a relatively weak unit that is not much stronger than a 
Maceman. By leap-frogging the Al technologically to Chemistry for Grenadiers, you can field a much 
stronger offensive unit against the Al’s Musketmen. (Note: in BtS, you now need to research Military 
Science in order to enable Grenadiers, which pushes their appearance back by several turns.) 

• The Al also prefers to defend its cities with Riflemen. Grenadiers have a bonus when attacking Riflemen 
(though not when defending against them). This makes them an effective counter to these supposedly- 
stronger defenders. 

• Gunpowder units cannot receive City Raider promotions. However, earlier units such as Axemen, 
Swordsmen, Macemen, Spearmen, and Pikemen that have these promotions can be upgraded to 
Grenadiers and Riflemen. 

• Along these lines: once you have Chemistry (BtS: Military Science) but before you have Rifling (or 
vice-versa), you can still build Macemen. if you lack sufficient numbers of units with City Raider 
promotions, you can build several Macemen, give them CR promotions, and later upgrade them to 
Grenadiers or Riflemen. You can also send the Macemen into combat to earn their promotions all the 
way up to City Raider III (the highest CR promotion) before upgrading them. If the Macemen are 
produced with 5 or more XPs (thanks to barracks, Vassalage, and Theocracy), you can give them CR II 
out of the gate and they’ll only have to win two or three battles to earn CR III. 
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5. LATE-GAME STACKS: THE SISIUTIL DOCTRINE 


Yes, I’ve always wanted to come up with a doctrine I could name after myself. I have an ego. (Like you’re surprised.) 

You may already be familiar with the Sirian Doctrine, which posits that you can accomplish devastating, quick 
amphibious assaults for most of the game by attacking directly from fast-moving ships, first with siege weapons, then 
with other units, just as you would on land; the -25% penalty for attacking amphibiously with any unit lacking the 
Amphibious promotion is off-set by the speed with which your units can move, since ships do not suffer land units’ 
movement penalty in enemy territory. In addition, you save additional turns—and avoid counter-attacks—by not 
having your units land first and then attack on the next turn. 

With the most recent changes in the Beyond the Sword 3.17 patch, the Sirian Doctrine has now been retired (with all 
due respect given to Sirian himself, of course; the doctrine saw myself and many other players through several 
victorious games of Civ IV, Warlords, and pre-3.17 patch BtS). This is mainly because of the newly-introduced 
inability of siege weapons to attack amphibiously. However, this does not mean that amphibious assaults have been 
retired—far from it! You’ll just need different types of units, and you’ll have to wait until the modern age. 

The Sisiutil Doctrine posits that you can fight a devastatingly quick late-game war of conquest by using two types of 
fast stacks: amphibious and land-based (or “blitz”). It may take more turns to produce the massive military required, 
but you'll be rewarded by a much faster war with fewer turns exposed to the debilitating war weariness that can drag 
down your economy. In addition, many players have complained about the tedious micro-management required by 
modern warfare in Civ IV; while this strategy doesn’t entirely avoid that, it can certainly speed up a late game war and 
reduce the time it takes to conduct one. 

5.1 Technologies: 

5.1.1 Required 

• Flight 

• Industrialism 

• Fascism 

• Combustion 

5.1.2 Optional 

• Radio 

• Robotics 
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5.2 Amphibious Stack: 

The amphibious stack—and you can have more than one, if you have the industrial capacity to produce them—is 
used to attack and capture any and all enemy coastal cities. The Fighters essentially replace the siege weapons of 
the old, tried-and-true Sirian doctrine, and require the addition of Carriers to the attack fleet. 

• Naval Units: 

o Destroyers 
o Battleships 
o Carriers 
o Transports 

• Air Units: 

o Fighters 

• Land Units: 
o Marines 

o Optional: upgraded Infantry with City Raider promotions, SAM Infantry 

• Order of battle: 

o Destroyers and Battleships strip a coastal city of its cultural defences 

o Fighters attack the city defenders, reducing their strength 

o Marines attack and eliminate the city defenders 

o Once the city is captured, the Marines become its new defenders 

Fighters cannot inflict collateral damage, unlike Bombers, but the latter cannot be stationed on Carriers. So you’ll 
need several Carriers and many Fighters to ensure all the defenders get damaged. 

You’ll also need more Marines, since you’ll lose several; Fighters can only damage units to half-strength, unlike siege 
weapons which can reduce unit strength to an even smaller fraction. The Police State civic and/or Military Academies 
can help you produce the massive number of units you’ll need, as can a production-oriented corporation like Mining, 
Inc. I highly recommend making all your military cities, especially the Fleroic Epic city, coastal so they can contribute 
to the fleets you’ll require to implement this strategy. 

Infantry upgraded from earlier units with City Raider promotions (such as Axemen, Swordsmen, and Macemen) also 
make very good amphibious attackers; enough CR promotions can outweigh the amphibious assault penalty. It gives 
them something to do until you research Robotics and can promote them to Mechanized Artillery for use in the fast- 
moving Land/Blitz stack. SAM Infantry can be useful defending against enemy air attacks, but aren’t essential. 

Promotions: I recommend giving the Carriers Flanking I and then Navigation I promotions so they can keep up with 
your faster-moving ships. I like giving Transports Flanking I, then Navigation I and II; this way they have the same 
movement values as Destroyers, so they can make fast, protected reinforcement runs home. Marines should mostly 
get Combat and Pinch promotions, with a few getting City Garrison promotions to serve in that function. To get these 
promotions, you can change civics, and/or build the Pentagon and Drydocks, and/or settle a few Great Generals in 
your coastal cities. 
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5.3 Land/Blitz Stack: 


Of course, it’s unusual for all of your opponent’s cities to be coastal (though not impossible). The blitz stack is land- 
based, but fast-moving, allowing you to achieve similar results in attacking land-locked cities that your amphibious 
stack will experience with the coastal cities. 

• Attack Units: 
o Fighters 
o Bombers 
o Tanks 

• Defense Units: 

o Paratroopers 

• Order of Attack: 

o Fighters and/or Bombers eliminate city defenses while the stack moves towards the city 

o Paratroopers parachute onto the “transit tiles” that the Tanks are moving through to provide 

defense in between your turns 

o Fighters and/or Bombers cause collateral damage to the city defenders 
o Tanks destroy the city defenders 
o Paratroopers parachute into the city to secure it 

Naval requirements: As you may have guessed, you’ll initially need even more Transports to carry the blitz stack to 
an opponent’s continent, if required. If you split this stack off from the amphibious stack, you’ll need additional 
Destroyers and Battleships to protect it. Once the blitz units are in country, this naval stack can either join/become 
another amphibious stack, or provide troop transport capabilities, carrying reinforcements from home to the 
battlefield. 

You may also want to have even more Carriers and Fighters accompany this stack. Bombers require an additional 
technology (Radio) and you can only base 4 of them in a captured enemy city until you build an airport, which could 
take some time. You are not limited to the number of Carriers and therefore Fighters you can fit into one tile, 
however. Remember that you’ll need several Fighters and expect them to get damaged and have to sit out some 
turns healing because of anti-aircraft attacks. 

The Paratroopers serve two functions: they provide protection for the Tanks on the way to the city (remember that 
Tanks do not benefit from defensive terrain and cannot fortify), and they secure the city once it’s captured without 
having to slow down the stack of Tanks. 

Once you obtain Robotics, you can include the new 2-move Mechanized Infantry units in the Blitz stack, and mobile 
Artillery once you have Laser. 

Promotions: Most of the Tanks will get City Raider promotions. You may also want to give some of them Drill and 
Combat promotions, especially to go after counter-attackers. If you kept the ability to give Barrage promotions to 
Tanks, that promotion is especially useful in the absence of standard siege weapons. The Paratroopers function as 
defenders, not attackers, and should get appropriate promotions: City Garrison, Guerrilla, Woodsman, and Combat 
promotions are all de rigueur , especially the first one. Expect to loose a few Paratroopers to units attempting to 
counter-attack the stack. 
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5.4 Additional Considerations 


• Attacking your opponent at multiple points is especially devastating, so you may want to have several 
amphibious and blitz stacks moving through his territory. The Al does not handle multiple invasion 
points well. It usually attempts a couple of massed counter-attacks; then, if those are unsuccessful, it 
goes into a defensive shell punctuated by brief, ineffectual counter-attacks by small numbers of units. 

• Multiple stacks also help you end the war sooner and thereby minimize the effects of war weariness. 

• It’s often possible for the amphibious stack to attack and capture two coastal cities on the same turn, 
provided that (a) the cities are close enough together, (b) you have enough units, and (c) the cities are 
weakly defended. 

• Fighters can also attack tile improvements. Target strategic resources such as oil and uranium and 
you’ll reduce your opponent’s ability to build strong modern units for counter-attacks. 

• Prioritize Airports in your best production cities, especially your military cities, so additional units can be 
air-dropped into captured cities on each turn. 

• Along these same lines, the Red Cross national wonder can be helpful when combined with a good 
military production city with an airport. This will allow you to airdrop strong defensive units (Marines and 
Paratroopers, and later Mechanized Infantry) that provide a healing bonus into captured cities. Having 
several medic units on site could be critical for recovering from enemy counter-attacks. 

• The American civilization is especially well-suited for this collection of tactics, especially the amphibious 
stack, since the American UU (the Navy SEAL) is an enhanced Marine. 

• Use espionage points and/or units such as spies, planes, caravels, and submarines to scout the 
location of enemy forces. If your target has stock-piled his forces in a small number of cities—as is often 
the case—make them the targets of your first surprise attacks. This means you will have eliminated the 
bulk of the opposition’s forces at the start of the war, which will also reduce the length of the war and 
minimize the impact of war weariness. 
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